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Shoot to kill shoot to Hill! 


First and foremost, I want to thank all the people that made issue one of 
Game Rave a smashing success. We distributed one hundred copies to three 
different stores and they all went. In response to this, we want to give even more 
to the gamer. With issue 2, we added four more pages, and have kept it free! Not 
only that, but we’ ve doubled the distribution to 200 copies! If this issue is met with 
the same response as the first one, we will begin to consider other options to make 
this magazine even more enjoyable. 

What’s funny though, is that this has been a most stressfull issue. 
Dangerboy’s disk drive broke,Konani lost evrything he had and had to start from 
scratch, Melon was in a crash, school has been draining us, and to top it off, we 
came out two weeks late! But we (and more importantly, you the gamer) stuck 
through it, and issue 2 is beaming with great titles and chat. Even with the four 
extra pages, we still seemed crammed. The import Saturn scene is screaming with 
quality softs, with Ram Cart games like Afarvel and AM translations like Last 
Bronx, while the Playstation is taking care of gamers with Street Fighter EX, Time 
Crisis, Armored Core, and Final Fantasy Tactics. And then we have the Nintendo 
64 giving us Yuke Yuke Troublemakers and....and, um...Yuke Yuke!}! 

This also brings me to the import special of the issue. We at Game Rave 
hold Japanese games and game companies in high regards for many reasons. The 
most obvious being that they actually give a darn about their games. Color game 
manuals, Game Music CD’s, Game Anime Books, Mooks(imagine a strategy 
guide that features every move, every secret, interviews with the staff, anime 
artwork everywhere, a spread of reader artwork and fan made costumes, some- 
times a free CD, and voice actor interviews with biographies of the cute girl ones, 
and more), models to die for, and toys that destroy ours to pieces(you know, like 
their Street Fighter toys didn’t have guns with them...). Second, the gaming scene 
in Japan is almost ike our Hollywood one. Programmers are so “worshipped” that 
if they’re recognized, they’I! often be hunted down like a movie star. In the game 
credits, a lot of them will make up aliases to hide them from common folk, with 
the staff favorite being “Pop the top” Wada from Dracula X. For super popular 
games, like 7ekken 2, the mook that featured the programmer interviews even had 
them in shadow, so as not to see their faces! Probably the most bizarre is the sales 
schedule. Japan works on a ‘take it or leave it’ attitude, meaning that once a run of 
a game runs out, that’s it. The Japanese are weaned into buying it the day 1t comes 
out, for fear of losing 11. 

We want to help the US market realize just how under privileged we 
really are. We also want to thank those that are doing their damnedest to try and 
make this happen. Peopie like Working Designs, who have been giving us color 
instructions since Popful Mail on the Sega CD, and bring out the RPG’s we need 
so badly. To Sony, for bringing such original titles like Carnage Heart and Tails of 
the Sun to the States. We’d also like to chastise the following people for screwing 
us over. SEGA, who left most of their RPG’s to Working Designs to pick up. To 
SEGA again, for not bringing the RAM cart to US. For Sony, for buying SNK out 
so that US Saturn gamers get screwed out of the awesome translations of Metal 
Slug, King of Fighters ‘95(with zip loading time!) and the real version of Samurat 
Shodown 3. To Nintendo for screwing gamers and parents alike for the Christmas 
‘limited’ quanity bull with the N64. 

Whoa, what a tangent! Anyway, aside from the hype and gripe, I would 
again like to thank the people who picked this issue up and/or the first one. We 
need your input to tell us what we should and shouldn’t be doing. That, and we’d 
really like a letters page. So send in them letters! 

Finally, I'd like to thank all of you again for putting up with the wait, I 
was afraid we’d start turning into Game Fan for awhile there. It takes time to do it 
right, and sometimes you just need a little more time. So enjoy the second 
issue of Game Rave, and please, mail us with comments and suggestions. We want 
to be your magazine. 

Oh, yeah, almost forgot.By the time you read this, Final Fantasy VII will 
be already out. Take this from a man who spent 160 hours on the import; it’s a 
Raving 100%! 

Square’s gonna need a bigger piggy bank... 


RAVE News 


Newest Saturn Converter is 


I’ve got to admit, I was real skeptical when I 
heard about this “4 in 1” converter cartridge. I mean, 
no company really cares about us import game players, 
do they? Boy, was I wrong. Enter the “4 in 1” or 
“Replay Pro”. 

This Saturn Cartridge contains a Pro Action 
Replay, Back Up Ram(for saved games), Boot up 
Ram(for games like King of Fighters ‘96, Metal Slug, 
and Marvel Super Heroes), and it’s an import con- 
verter. Did you get all that? After hearing this, visions 
of too many menus, confusing directions and other 
icky things filled my head. However, this is as easy as 
turning on your Saturn. 

How it works: You place the cartridge in the 
system’s back slot, and insert a Japanese Game. After 
turning your system on, the Sega screen pops up, and 
then the Pro Action copyright screen comes 
up(converter part). Next, the main menu. Anyone who 
has used a Game Shark will feel right at home. Simple 
menus and on screen explanations make this a breeze. 
From the beginning menu, you choose codes(PAR 
part), check back up data(save data part) and start the 
game. If the game is ‘Ram Necessary’ (Vetal Slug), it 
will begin to load, and you start play(Ram Cart part). 
If it’s “Ram optional’ (Varvel Super Heroes), you 
simply check the in-game options to see if it picked up 

re Ram. If it did, you’ see “3M Option/ 
cartridge...On/off” appear at the bottom. Make sure 
it’s on, and you’re gaming! 

Does it work? Like the ST KEY converter 
before it, youll sometimes run into ‘read problems’. 
The most common is that the system won’t pick up the 
cart, and it sends you to the system music screen with 
“Unsuitable Disk” appearing. This is harmless. The ST 
KEY was the same way, so you simply need to find 
that “sweet spot’ for your cart, like you would with the 
blinking NES games of yesteryear. This only happened 
a few times, so it’s forgiveable. The only other real 
wacky thing that happened was with Groove on Fight. 
The system picked up the converter, but not the ram. 
This caused the game to load, but then we got the 
“Ram Necessary’ screen. Again, this was fixed by 


Crammed with Goodies. 


moving the cart. Although we’re still not sure why Groove 
didn’t pick up the Ram on the first few tries, doubts were 
put aside after testing was complete. This thing 1s every- 
thing it’s programmed to be. Also, I'd like to note that we 
had to keep removing the cart due to testing purposes. If 
you play mostly imports(like Konani) or you don’t mind 
waiting a few more seconds for a game to boot up, you can 
simply leave it in the system. After all, the PAR and Back 
Up work for American games, too. 

Summary: This is dream come true for those into 
imports, financially strapped, or both. If you add up the 
individual components, you’re literally getting the PAR and 
Save Data Ram for free. Also, with the converter and Ram 
in one, there’s no need to swap them. Oh, almost forgot. 
The PAR shares part of the 8000(!) count of the back up 
data. This means that you can store any PAR codes to the 
cartridge, and never need to re-input them again! Some- 
body pinch me! 


“4 in 1” converter (“Saturn Replay Pro”) 

Contains: Converter for Japanese games 
Back Up for Save Data (8000 count) 
Ram Cartridge (for certain games) 
Pro Action Replay (game cheats) 


Cost: About $55 to $65 


Overall Review: A- (look past the few ‘read problems’ and 


you’re set!) 


Lite . 


of waiting, American game players finally get there paws on the one of the 
o 1 1 This 18 the first frral Fantasy to not he 


ae 


intenda system, and also marks its CD debut. We have been playing the import since Janu- 
ry, and we still can’t get aver how good it is. /ival Fantasy 71s 3 disks and should 
retail around $48-54. We got our 7, now let’s try and get J/actics... 


GUNSTAR HEROES 


There is probably no more glaring 
example of how vital advertising is to a 
game’s success than Gunstar Heroes. 
Gamefan gave it months of glowing cover- 
age. EGM gave it an Editors’ Choice Gold 
award. Yet, only a few months after it came 
out, | was able to buy it for $19.99 at a 
Saturday Matinee, which is not exactly 
known for its bargain basement prices. 
went wrong? 

Plain and simple: Sega did not put 
one dollar into advertising this game. Do 
you recall any typically hyperkinetic Sega 
television commercials touting this game? 
Better yet, do you remember any slick 
magazine ads? I sure don’t. 


Maybe Sega thought that 1t would sell 


merely on the good word from the mags. Or 
maybe they were just too stupid to realize 
what they had. Heck, at first glance it 
doesn’t appear to have anything; no licensed 
character, no big name developer (this was 
Treasure’s first game), what good was it? 
The only mediocre X-A/en came out around 
the same time as Gunstar Heroes, yet it sold 
extremely well. This was due in no small 
part to its hugely popular characters, not to 
mention extensive TV and print campaigns. 
Remember the sound that “adamantium 
claws make as they extract their revenge?” 
All of this ads up to one big mistake 
that, I believe, still stigmatizes Treasure 
games today. Maybe [I’m mistaken, but do 
you recall any major hype surrounding 
Dynamite Headdy or Guardian Heroes? It 
appears asthough Gunstar Heroes continues 


What 


to be the albatross around Treasure’s neck. 

Which is a shame, because Gunstar 
Heroes was and is one of the finest video games 
ever produced. Graphically, it broke new ground 
on the Genesis. It’s the first game | recall which 
used seamless scaling and rotation, as good or 
better than that on the Super Nintendo. And these 
aren’t small dinky sprites, these are huge things 
that are being manipulated, i.e. the actual title 
screen, not to mention the huge reactor boss. 

The graphic intensity is not limited to just 
some fancy effects, either. The levels are full of 
lush and vibrant colors which almost seem impos- 
sible given the notoriously limited pallette of the 
Genesis. It seems as if as much attention was 
given to animating the enemies as your own 
players, a rare thing indeed. Don’t even get me 
started on the bosses. Suffice to say that they are 
the highlights of the game. Add on some of the 
best music and effects ever to come to come out of 
the static-laden Genesis sound chip, and you have 
one dramatic and intense sensory experience. 

All of this would make it a typical brain 
candy feast, though, if not for the truly innovative 
and involving gameplay. The dual-weapon system 
is a blast, providing the player with dozens of 
unique weapons to choose from. Along with this, 
the programmers managed to slip in actual hand- 
to-hand combat that adds to the fun. 

The level design also deserves applause. 
Treasure managed to breathe new life into the 
platfrom shooter here. -Levels which deserve 
special mention are the high speed mine chase, a 
cliched concept renewed by the special ceiling- 
hugging carts, Black’s Base, the first time I’ve seen 
a board game integrated smoothly into an action 
game, and the space chase, which suddenly turned 
the game into a shooter. Truly a joy to behold. 

And that’s not all. Gunstar Heroes also 
includes a good storyline, great characters, and the 
best 2 player simultaneous action ever. 

Upon replaying this game years later, I still 
have to shake my head and wonder why this game 
never got nearly enough attention. Perhaps one 
day we’ll see this issued on a “cult classics” CD, or 
maybe even retooled to take advantage of 32-bit 
technology - not that it needs it, of course. Either 
way, I don’t think anything will ever be able to 
make up for the shoddy treatment this game 
received at the hands of Sega of America. 


Gunstar Treasures 
Treasure/Sega 
1-2 Players 


Genesis -Melon 


Nintendo’s First Year in Review 
tendo’s First Yi R 

Opening Statement: Before you read on, I felt is was necessary to inform you of several things. 
First and foremost, is that there are a lot of people who know us personally, and have claimed that Dangerboy has a 
“grudge against Nintendo’ or that Konani ‘hates everything but his Saturn’ and so forth. This is absolutely not true. 
Dangerboy was weaned on an NES, SNES, and Gameboy for most of his childhood. Konan1 owned every SNES 
Street Fighter and Capcom beat ‘em up that was made. We loved our Nintendo systems. But we were made promises 
of a CD Rom upgrade that went out the window. And then the ‘32 Bit Nintendo’ up and disappeared. And then we 
waited three years. We watched Nintendo mainstays like Square go to Sony. We watched Sony and Sega release 
game after game and saw the dust collecting on the N64 shelves.We were made promises of only “Quality over 
quantity.” No, my friends, if there were anything that we at Game Rave have against Nintendo, it’s the inability to 
comprehend how a major company could first drop the ball(dumping Virtual Boy) and then give it away by releasing 
a cartridge based system. Didn’t they know about the Jaguar? 

This year in review contains the following game list, a system critque, and our overall commentary and 
thoughts. Remember, these are just the opinions of Game Rave magazine, and are in no way the final word on the 
system ’s first year. That depends ultimatly on the individual gamer tastes. If you feel that we were over bearing or 
Over generous on anything, write us and tell us. We’d be happy to print other gamers feelings. 


"RHE G@qeqeANniEe> 


After one year, the Nintendo 64’s new slogan is “Change the Games...” 
Delays, changes, cancelations, short comings, and a lot of crap pretty much sum up a year’s worth of wait. 
The good ol’ “Fun Machine” hasn’t been all that fun. The following list is what Nintendo has to defend themselves 
against the opposition. And at the moment, the defense is battered, bruised, and over used. The games* are ranked 
best to worst, with any major good and bad things pointed out. 


GREAT GAMES 


The Best) Super Mario 64. Still the only real reason to run out and buy a system. Mario proved what the system 
could be capable of. Bright graphics, Miyamato blessed levels and familiar characters helped push the system. 
However, this is no ‘game of the decade’. There are only 18 or so real levels. To grab every star, you must go through 
a level 6-7 times, and that’s if you’re perfect. If you’re like us, and lose an occasional life, you get REAL tired of 
those 17 stages. Also, the camera doesn’t always want to co operate with you, and leaves some nerve wracking 
angles to work with. 


Tied 2nd) Super Mario Kart 64: We used to stay up days playing the SNES version, and. were slightly miffed about 
this one. First, no racing talent is required, you simply pray to the god of power ups and you’re set. Then they 
destroyed the cool mock ads and voices from the Japanese version. The game also doesn’t have that sense of speed or 
‘gotta play it’ feeling that the original had. Two player mode is still a blast, but 4 players moves too slow. 


Tied 2nd) StarFox 64: What Kart lacked in excitement, Starfox picked up the slack with new vehicles and enemies. 
Frox’s problem stems from the anti-aliasing. In the space stages, things pop up and blur out in the distance. It does 
feature real voice and a better 4 player mode, but it shares the ‘Didn’t I play this 3 years ago’ problem with Kart. The 
rumble pack is neat though. And yes, the game was easy, but it was FUN! 


4th) Wave Race Strip away the great graphics, the ear pleasing tunes, and perfect control(for once!) and you have a 
racetrack shorter than this list. Wave Race is still one of the system’s testiments, but small tracks and an awful 
announcer (“ok?, ok!, ok!, OK! ok?...”’) leave a taste of salt water in the mouth. 


Sth) Blast Corps: Sieeper ‘hit and miss’ of the year. The only true original game for the system. Destroy buildings 
before the missle truck hits. Wonderful concepts, awesome vehicles, and great puzzle elements, what the heck could 
go wrong? Control. Of all the boneheaded things, the system’s only true gem is obliterated by some miserable 
control and no replay value because of it. Also, the game wants some impossible times to beat in the bonus rounds. 


6th) DOOM 64 Different yet similar, and Midway’s only real game. The music rules(Stage 2 had Melon creeping 
out, and he’s a Doom freak!), the all new levels and redesigned enemies are a blast to chainsaw through. Doom falls 
on it’s face is in the graphics(too dark!) and the later levels are gut wrenching impossible! After all this time, Doom is 
still the corridor king. 

MIDDLE GAMES (No rankings, as all games are about same) 


Pilotwings 64 The only other game available at lauch, this also showed what the system was and is capable of. Nice 


graphics(see a trend forming?), so-so music, and the lack of anything truly new, Pilotwings is for the hardcore fan 
only. That or if you really need to fire rockets at cruise ships and empty airports... 


Star Wars: Shadows of the Empire: Admit it. You played the snowspeeder stage and you were hooked. Then you 
played the corridor stages and were like...hmm. Then you tossed your lunch at the crap that was the speeder bike. 
Then you get to the last stage and you play one of the coolest flight sequences ever. Repetive music and some poor 
control scratch this better than average game. Now if we could just get a dedicated flight version... 


Turok the Dinosuar Hunter: Acclaim pulled this out of nowhere, and they would have had a smash on their hands if 
it weren’t for that damn fog problem and insane jumping thing. Yes, the weapons rule, and the creatures fall down 
and go ‘squish’ nicely, but it just doesn’t have the oomph or ‘gimme, gimme’ feeling that Doom had. Turok does 
have one hell of a challenge, though. 


Killer Instinct Gold: Dangerboy remembers being, with Melon in an arcade, and upon seeing K/2 said, “Wow, if they 
could pull this off on cartridge, I'll buy the system.” And guess what? They couldn’t. No win cinemas, pasted picture 
endings, broken stage fatalities, broken stages and missing frames hurt this one. Think about this; In Combo’s stage, 
the camera pans up and over you, so that you’re almost looking straight down, yet the characters are still in profile! 
Oh yeah, 64 bit is screaming there. All they needed to do was an exact arcade port and it would have been fine. The 
music(which is great) is the only thing that didn’t get butchered in the translation. KJ Pewter is more like it. Heck, 
you can’t even play it with those C buttons... 


Tetrisphere: A good attempt at an old theme, 7etrishpere has that change-of-pace atmosphere that the system so 
desperately needs. It’s great for mindless two player fun, and the puzzle mode that actually requires some thought. It’s 
a good starting foundation, so now it’s time to build the castle. Oh yeah, those little robots are the cutest thing this 
side of the Black Hole. 


BOTTOMLESS PIT OF DESPAIR GAMES 


12th)Dark Rift. Okay, take Criticom, even worse music, a screwed up Soul Blade combo system, and you 
get...Criticom 64! No, really, it’s not as bad as War Gods, but it’s not as good as, um, well....K7 Gold? 


13th) Mortal Kombat Trilogy: This is the worst MK version on a home system yet. No more then a glorified SNES 
game, it pales in comparison to the PS and Saturn vesions. A screwed up Pit, Sub-Zero, and missing frames harm 
this already bothered game. That and the N64’s horrible music just screams ‘stay away’. The first Midway “Fatality’’. 


14TH) Hexen: You know what, we never played this on the PC. And you know what else, we don’t care how well 
laid out levels are if you can’t correctly interact with it. Hexen’s walking animations are so inconsistent that it renders 
the game hopeless. You know you’re in trouble when you plunk down $70 for a 64 bit game and it asks you if you 
want High or Low resolution. This one was “Doom” ed from the start. 


15th) Cruis’n USA: This game sucked in the arcades, so we thought this was gonna be an exact translation. Oh, 
were we wrong. Horrible slow down(2 player mode CRAWLS), ear piercing music, censored violence, and abso- 
lutely no game play what so ever. That sound bite’ We’re gonna die” was probably one of the programmers before 
they were run over by a bus full of gamers. 


The Worst) War Gods: YES! A testiment to stupidity! NO play control, no diversity, no music, only one fatality per 
horribly designed character, and the most screwed up boss to grace a game since Motaro. Oh, did we mention every 
one has the same freaking ending? Bleah! 


**) Sports titles: Because we at Game Rave aren’t into sports, we did not want to rate them for fear of any bias we 
might have. However, from a gaming point of view, we do feel bad for those sports nuts who have the system. Two 
soccer games, NBA Jam, and a hockey game that can’t decide if it’s a sim or an arcade game do not a library make. 
However, with Madden ‘98 and NFL QB Club coming in a month or two,the game may change.... 


Overall Game Review: After twelve months, the only fun this machine made came mostly 
from Nintendo. Most 3rd Party stuff blew chunks, and there’s no hope in sight for fighters or 
RPG’s. Nintendo needs to sit down and come up with something unique. Not another re- 
hashed Mario or Donkey Kong game. Maybe they need a new character. Rare had a great 
start with Blast Corps, now they need to follow through. Nintendo also needs to start letting 
go of their development tools. Free handouts will help developers decide if they want to go 
through the trouble of making an N64 game. Year 2 is gonna be ‘do or die’ for the system. 


The Good, the Bad and the Ugly Controllers. 


Games are not the only thing that make a system. The design, feel, and controller are also very important when 
evaluating a system. How many people agreed with the fringe on the SNES’ bottom, or the FZ -10’s power button located 
on the back side? Or what about crappy controllers? What good is a rave game if you can’t correctly interact with it? 
After many hours of playing, prodding, and just plain looking, we’ve come up with the following critques. 


THE SYSTEM THE GOOD THE BAD 


For overall unit design: -Four ready to use controller ports means||-Cartridge format (limited memory, 

no need to buy seperate multitap. high costs) 
-AC pack in system means less clutter 

| at the wall outlet or surge protector. 

-Well placed bottom expansion port. 
-Easy modification for Japanese games 
(be it convertor or inner piece removal) 
-The logo shield on front. -The logo design. 
-Plenty of venting all around system -The system looks like swiss cheese. 
-Compact size. -Curves and shapes makes it look like 

a flattened Darth Vader helmet 


The Controller: -3 modes of holding it. a 
-Rumble Pak/ Memory slot on controller |} -Memory Pak port gets in the way of 
| your Z, L, and R fingers. 
| -Bottom looks cool -Wasted space on top ( Start button 
is in the middle of nowhere). 
-Analog stick is way too thin.(“The 
worst of the three systems”) 
-D Pad not as tight as SNES. 
| -The C ARROW buttons are way too 
small and close to each other. 
(The thought of playing a Street 
Fighter game scared Konani) 
-Lame color schemes cause shortages 
and riots as kids freak over which one 
they want. (Which actually happened 
during Christmas) 


Overall: Nintendo needs to seriously reconsider the controller they have. It is the worst out of 
all three systems, and it’s 3D stick has that “gonna break any second” feeling. The C buttons are a 
curse to any game that uses them regularly, and need to be enlarged. Sega learned their lesson with the 
Saturn’s original American pad and brought in the Japanese design. The only problem is the N64’s Z 
trigger. We can see where Nintendo wanted the 3 possible set ups, but only Turok used the D pad/stick 
set up and that was nuts(You should try explaining it to someone who’s never held an N64 
controller...scary). Also, with the memory pak, it would be nice if Nintendo would tell you how much 
room games take up on the pak. Sony still wins the ‘player friendly award’ for it’s block system. It’s a 
shame that such a potential filled system is hindered by it’s controller. Nintendo may want to consider 
a new design in time for Christmas. Oh wait, that might cause havoc... 


So what does all of this mean? Quite a bit. For all the hype that was built 
around the system, very little has gone into it to support that hype. From a company stand 
point, Nintendo is the only company really doing above the standard “blah” releases. Midway 
is hopelessly lost, especially with A/KT and ‘Bruis’n USA’. Vic Tokai has a sort of promising 
start, they just need to figure out good play mechanics. Rare has been doing well, but after 
butchering Killer Instinct and losing the control in Blast Corps, they need to sit down and 
rethink their strategies. And yes, we do realize that both Saturn and Playstation had cruddy 
games at launch. The difference being that that was their first two months, not their first year. 

Also, another important factor is the waiting game. At 20 games, the N64 averaged 2- 
3 games a months. 2 games a month is not enough to satisfy the game players’ needs, espe- 
cially when it’s War Gods and Dark Rift. With the release of Goldeneye 007, it’s clear that 
the N64 can get graphically awesome, but if it loses it’s playability and frame rate, what’s the 
point? 

Playability also takes a beating with the 3D Stick. The sniper mode in 007 is impos- 
sible to control, and the stick is useless for the fighting games. This poor system is hindered 
by the games and the controller. 

And graphically, the system has only really proved itself in depth. Yes, you can see to 
the horizons in Super Mario, but past that, you can do the same exact thing on 32 bit games 
like 7omb Raider and even Bubsy. In fact, we watched a side by side comparison of Starfox 
64 and Ace Combat 2. Ace 2 not only looked slightly better, but the horizon points were 
almost the same! 

And then we have the sound problems. Nothing will beat the sound of CD quality 
music, and not even Killer Instinct can touch that (although it came really close). 

Then you have the ‘same game on different platforms’ problem. War Gods and MKT 
were released to both systems. /KT was way better on PS. War Gods was like a smidgen 
different between the two. Right about here most N64 fans would be shouting “but there’s 
no loading time on our system!”’ True. But N64 owners are also paying $20-30 more for the 
same game. If we had the choice of waiting five seconds or shelling out $20 extra, we would 
walt. 

The final nail in the coffin is the unoriginality. The only true ‘new’ game that has 
come out is Blast Corps. Nintendo has relied on Mario and crew for ten years now. It’s time 
for something, or someone, new. For them to continually rely on Mario is unacceptable. 
Sega gave us Nights and Knuckles, now Nintendo needs to follow suit. 

For the first year, the Nintendo 64 has not fulfilled it’s promise of “Quality over Quan- 
tity’, nor has it made a significant impact for the common gamer to “Change the System.” 
The (distant) future holds promise, with Zelda and Castlevania coming. The Bulky Drive still 
has a way to go, and we hope Nintendo can truly pull something magical off with it. But as it 
stands, the Nintendo 64 in its current state is nothing more than a secondary system. 

And that’s truly a shame. 


Time Crisis, How do I Love Thee, Let Me 


pletely in English. Crisis and all new areas and textures. It also 
Ace 2 are actually subbed im has a lot more objects to shoot 
Gun games, how I love Japanese!. You literally have a then the Arcade mode. This 
thee. I crave the plastic gun. I finishq@yre uct ready for US sal from cabinet glass to 
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know Lethal Enforcers like the Forever to get here. Why’ panels. | found ths*rsre= 
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arcade game, the 
also includes ai 


graphics, a 
polygon wi I 
makes it home co 
intact. The only real pro 
is that the cinema characters™ tne missing ar 
(Mad Dog, Sherudo, etc.) : ae a real: pec al 
flicker very, very slightly, but | deductions. | 
this doesn’t detract from the ee 
whole of the game. Also, the 
home version doesn’t run ing 
hi-res mode, like its arcadg@ 
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obvious during the oj ening, oo 
and after about thrgé games. a 


amed Web Spinner. You'll fight 
him as a sub boss in the Ball- 
room. The electricity effect on 
Wg te; ) , dO his weapon is really cool. 
sure the high#@yes sade a MM ry nak. cial SO Specix Namco has definitely 
have meany Pmore loading, time, _ - it * ur path is actually dete gone above and beyond the call of 
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have the | AM for qt, but ag tee To ‘the ¥ TOa P (the a even cooler is that by showing us 
tment hinder'the same. ~— you really want), youl oat at | Mad Dog’s arms dealer, they have 
The music is beautiful. °. east a’754+% acer - V ratigiss left the door open to future 7ime 

Binemically brings you into the / nythi 3S. i -e the Ow Crisis storylines. Maybe Kantaris 
pelt | never really heard it in road fi ve y this ; a 1s 3 has a vengeful sibling, or some- 
the arg@evetane this. was. new for «mendous - : one else connected with Mad Dog 
temmeehe voices are in English: 1 ind 1 ust oe) ist stantly decides to come gunning for you. 
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funny, moments. Not Resident aS SM The Special Mode of Time 
Evil faite by h nea , : Crisis scores a 91% 
ewaio.. Awe; shud 1 And now, the ultimate in 
bch “ERIS S sre are. al | iforeni Namco coolness, the GunCon. 
bothers me thfejieimestuemene iding variatiol MHending on Time Crisis comes packed with 
Ace Combat SRR rn rT w you do. the mother of all light guns. 

Graphica ly, Special uses Molded in jet black (the US 


and 7Vime Crisis are all com- 


version will be bright red), it has 
two function buttons on either 
side. One button serves as the 
arcade machine’s pedal, and the 
other pauses the game. The gun 


_you reload. 


stick wth the 
most import 


gun. You'll be n# 

distance, and you know you got 
them on purpose. I found myself 
aiming for specific body parts, 
Just to watch the different falling 
animations (and they even jolt 
when hit multiple times, rap- 
ture!). The pedal button takes a 
little getting used to, but there is a 
neat loophole that Namco pro- 
grammed in. If you plug a 
standard controller into port 2 and 
press any button, you'll duck. 
Now, stepping on one’s controller 


If you want to shoot 
everything on screen, go for 
Die Hard Trilogy. 

If you want two player 
with Virtua Cop | 


can be a little goofy, but 1t does 
feel more arcade-like then the 
button. However, if you really 
must have that arcade feel (like - 
moi), there’s this thing called a Q 
steering wheel. It ee, 
nt two games 
, and the 
e Crisis 


that oozes 
ty. It’s time 


it will only kk for 777 
and ‘Time Crisis will only work 
with the GunCon. However, 
there are rumors that Namco is 
already set to release a second 
GunCon game, so this shouldn’t 
bother anyone. 

Now, I know there’s 
other light gun-craving freaks 
like yours truly out there, and 
they want to know how it 
compares with the other top 
ranking gun games available. 
Okay, here goes: 


Ladies Night out at SNK 


As summer comes to an end, true fighting 
game fans crack their knuckles in anticipation of SNK’s 
latest in the King of Fighters (KoF) series. KoF ‘97 is 
available at an arcade near you as I write, but those of 
you who prefer to engage in finger fisticuffs at home 
can pick up the import Kor ‘96 for the PSX now. 
There’s no doubt that it’s a good 2-D fighter - some- 
thing PSX owners are always starved for - but with the 
usual flaw that inhibits practically all PSX games of this 
type. 

As usual, the cast changes highlight the next 
release in this series. What is unusual is that more than 
half of the new fighters are women! Always a plus in 
my book. lori Yagami is now teamed up with two 
particularly sultry females, Vice and Mature. Yuri 
Sakazaki has taken her father Takuma’s place in the Art 
of Fighting team, leaving Kasumi Todo to fill the 
vacancy in the “girls’ team.” Heidern is out of the /kari 
Warriors team, replaced by the deadly Leona. A whole 
new “Boss Team” has been added, consisiting of Mr. 
Big, Wolfgang Krauser, and the suddenly-not-street- 
pizza Geese Howard. Omega Rugal and Sai Syu 
Kusanagi are out as the end bosses. Now players are 
faced with the beautiful-but-butt-kicking Chizuru 
Kagura and the mega-cheap Goenitz. Warning: I have 
yet to beat this game using anyone other than one 
specific character - find out who it is yourself - due to 
his unbelievably cheap moves. His “fireballs” will, 
ahem, blow you away. Good luck! 

The game plays pretty much the same as 
before, heavy on the special moves and relatively light 
on combos. Not bad overall. Unfortunately, the dodge 
into the background has been taken out. This is a bad 
move in my opinion, as it helped to avoid the fireball 
wars that plagued KoF ‘95. This is somewhat alleviated 
by the elimination or toning-down of almost everyone’s 
projectile moves. However, those players whose moves 
made it through unchanged, like Iori and Mai, have an 
unfair advantage now. 

One other new feature is the ability to use a 
“super desperation” move. Now, when your life bar is 


in the red and your power meter is at maximum, your 
character can throw at least one souped-up version of their 
desperation. This can be quite handy at times, especially 
when one considers that three quarters of an opponent’s 
energy can be wiped out with one of these! 

Graphically, KoF ‘96 is nearly arcade-perfect. 
Some character animation is lost, most noticeably in the 
pre-fight and winning poses. The backgrounds are all 
“there,” if slightly less detailed than in the arcade. How- 
ever, unlike in the PSX KoF ‘95, your teammates do not 
stand around like rocks, but react to the fight. Personally, I 
preferred the KoF ‘95 programmers’ decision to scrap this 
in favor of keeping the fighters animated perfectly. An- 
other gripe I have is that the overall visual presentation 
leaves something to be desired. Two of the backgrounds 
are used twice with minor graphical changes. Also, they 
are, for the most part, standard-issue. Nothing even comes 
close to KoF  ‘935’s classic Fatal Fury, Psycho Soldier, and 
Art of Fighting, to name a few, backgrounds. Of course, 
these were all flaws in the arcade game itself which were 
ported over faithfully. 

The music in this game 1s good, although tt 
doesn’t exactly have me scouring magazines looking for 
the import CD. The voice actress for Athena Asamiya 
does a killer remix of the classic Psycho Soldier theme, 
however. 

Aside from all this, though, is the game’s main 
flaw - loading time. The Sega Saturn version, complete 
with RAM cartridge, still had a bit of loading time. This 
didn’t bode well for the PSX, which already has problems 
with 2D. To say that the loading time gets on your nerves 
is an understatement. After a month of playing this game, 
I have gotten somewhat used to it. I know enough to have 
a magazine or a drink nearby. Seriously. Versus mode can 
be difficult. Playing this against someone with Attention 
Deficit Disorder is not recommended. The best one can do 
is fill up the space with plenty of dissing and threats until 
the next round is loaded up. 

Pll be frank with you. Taken at face value, KoF 
‘96 is a very good fighter that’s a blast to play. Factor in 
the loading time, though, and its rating drops quite a bit. 
I'd recommend renting it before making a final decision. 


The King of Fighters ‘96 
SNK 
1-2 Players 


Overall Review 81% 


-Melon 
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Sluz Fest... 


2D Guns, babes, blood and explosions. They finally got it right! 


Say what you will about the 3D worlds, 


their “real” looking graphics, and depth, and 


yadda, yadda, yadda. For me, hand drawn, 2D 
sprite based games will always be number one 


in my book(the one exception being FF 7). 


SNK has always been one of the premiere 2D 


based game companies, and Metal Slug more 
than proves it. 

Metal Slug can best be described as a 
tongue-in-cheek Contra on steroids. Besides 


picking up the typical machine gun and flame 


thrower, you can command a little tank, 


named (guess!) Metal Slug. 2 players can run 


amok through the 6 stages of arcade mode, 
blowing up everything in their path, or take 
turns out doing each other in training mode. 


The Arcade mode is a port of the origi- 
nal Neo Geo version. The entire game made it 


intact, with the only loss being in the anima- 
tion frame rate. However, it’s not bad, and it 


doesn’t hinder the game one bit. The only real 


nick in the armor is the loading. The game 
must quickly load for 3 seconds every “sec- 
tion’ in a stage, but again, it’s nothing 
obscene(i.e. it ain’t the Neo CD) and it gives 
you a quick breather. The music is awesome, 
but it restarts during each section load. This 
kind of irked me, but not enough to chastise 
the score. The graphics, with the super de- 
formed soldiers and copters, are incredibly 
detailed. The Playstation may not animate as 
well it’s arcade brother, but it still has the 
same impact. 


Combat School mode is the Metal Slug 


version of time trials. In the Pin Point, you 
must beat the stage of your choice as quickly 
as possible, while killing everything and 


saving as many hostages as possible. In Survi- 


vor, the game bases how far you can make it 
through the level in one life. In both modes it 
ranks you on a 22 count scale. 

After you beat the game, something 
unique happens. A new option appears called 
“Another Story.” This is a three stage game 
that is played as “bonus rounds”. The second 


stage has you controlling hostages disguised 
as a tank(!) past a moving, firing cross hair. 
Must be seen to be believed. 

Another bonus is the Art Gallery. 
There are over 160 pictures scanned in that 
you can look at. There’s even a blue print of 
how to build your own Super Tank! 

As a game in itself, Metal Slug is a 
laugh a minute, gun toting, graphic tour de 
force. As an arcade port, it only suffers from 
missing frames and the occasional load. Is it 
easy? Yes. Is it incredibly fun? Yes, and with 
two players it rules. The Combat School 
keeps the replay value high, and there’s 
always competition from friends. There’s 
just something about blowing everything up 
in a mini tank that makes me smile. What- 
ever you do, don’t pass up Metal Slug. 
You'll ‘tank’ me for it. Bwahahaha..... 


Metal Slug 

SNK 

1-2 Players 

Available Now (Japan) 


Overall Review: 91% 


Dangerboy here, in the Game Rave 
creation laboratory, assembling the compo- 
nents to an import fighting game from our 
buddies at Capcom. I’m currently waiting 
for the US parts to show(damn UPS). 
While we wait, I'll go through the import 
parts checklist for you, and show you how 
to correctly put a cyberbot together. Grab 
your pencil and listen closely. 

Dangerboy likes mecha. Cyberbots 
contains lots of mecha in this one on one 
fight fest. Players have access to multiple 
attacks, supers, and can rip the other robots 
arms off. (Check!) 

Hmm...Animation. Cyberbots con- 
tains mucho frames of animation, ranging 
from giant treads, huge(no, wait..make that 
HUGE) sword and missile attacks, slightly 
interactive backgrounds, and lots of pretty 
explosions. This is also aided by an op- 
tional Ram cartridge, another big plus. 
(Check!) 


Let’s see, next is...playability. Hmm.. 


Cyberbots uses two attack buttons, boost, 
and a weapons button. Most moves are 
pulled off like SF, but there seem to be 
some X-Men like one button specials. 
Certain characters have moves that may 
cause ‘cheese’ fights among game players. 
Hmm...some robots are also way more 
equipped then others. Interesting...(Check!) 
Now characters. Typical Ryu carbon 


FULL METAL MADNESS 


copy pilot, Devilot(of Super Puzzle Fighter), a 
very somber looking gent, and several others. 
Hidden character is the real Ryu piloting a 
giant mechanical...Gouki(Akuma)?!? 
Hmm...seems the pilots only matter for the 
story line, it’s really the robot that has the 
moves. Different. (Check!) 

Sound and Music is next...Well, the only 
time the characters say anything is during the 
cinemas. Otherwise it’s just the noises two 
robots make as they try and mangle each other. 
Music doesn’t move me in anyway, and the 
explosion noise seem mostly standard. Little 
unhappy...(Check!) 

Control Response is always important. 
The mecha move and follow your input com- 
mands quite well. I did notice a glitch here and 
there, but nothing hurtful. The bosses tend to 
do those ‘only things a CPU can do’ type 
moves, and got rather hard at times. Slight unit 
damage there. (Check!) 

Okay, now that you’ve got your check- 
list, remember that these aren’t serious robots. 
If your looking for that smooth, silk like fight 
that Alpha 2 or Marvel have, stay far away. 
However, if you want to have wild(and I do 
mean wild) ride with awesome animation, 
insane moves, and like to beat each other 
senseless just for laughs, this is definitely your 
ride. Now get in there and show me what a 
real cyber-pilot is like. And please, don’t step 
on anyone, okay? Well, except maybe the War 
Gods...you can trample them... 


Cyberbots 

Capcom 

1-2 players 

Ram Cartridge Optional (import only) 
Available now import 

US version soon 


Overall Review: 84% 


Marvel Super Heroes is another shining 
example of how the Saturn can rock the 2D 
world. Thrown together a lot better then _X- 
Men CoTA, Marvel comes home almost com- 
pletely intact. 

Marvel is set up the same way X-Men 
is, with massive backgrounds, tons of anima- 
tion frames, and huge characters. Where 
Marvel succeeds its older brother is playability. 
Capcom seems to have worked out the kinks in 
the Saturn and has produced a much smoother 
running game. The game only really ‘crawls’ if 
you're on Doom’s stage or if you’re playing 
Juggernaut versus himself. 

Arcade animation seems to be about 
90% complete, and it truly is a sight to behold, 
especially considering the Saturn’s 2 Meg 
memory. All the background animation made 
it, and they even kept the panel loading screen 
from the arcade. 

The music and sound are there, but if 
you're playing through RF, it seems kind of 
muffled. To truly experience it, hook it up with 
the AV cables. The voices are slightly tinny, 
but it doesn’t hinder the game. The win quotes 
in this game are awesome, and nothing can top 
Captain America’s “Thumbs Up, Soldier!” 

The game is still pretty combo crazy, 
but it’s a bit more sane then K7/’s. Button set up 
is typical Street Fighter, as are the moves. It 
did seem pretty easy at times, but Thanotos 
and Dr. Doom more then make up for that little 
problem. You’d be hard pressed not to keep the 
normal combo count around 7 hits! 

Marvel’s new addition to the world of 
fighting are the Infinity Gems. These are 
“power up’ devices that can alter your charac- 
ter to a degree for a short period of time. The 
Soul Gem refills your meter, the Time Gem 
doubles your moving speed and so forth. 
While a lot of game players consider this 
cheap, I kinda like it. Plus, that little Soul Gem 
has more then earned itself in close fights. 


The other big feature is that like 
Cyberbots, Marvel can use the optional 
Ram cartridge. This helps with some of the 
slowdown and adds a few more frames 
here and there. It does work with out it, 
but for the purist, the cart is a must. 

Overall, this is another great 
Capcom fighter, and there’s no way in heck 
that the PS version is gonna touch this. If 
you’re a Marvel fan, be it the game or the 
comics, I highly recommend Marvel Super 
Heroes. It’s a awesome translation of an 
awesome game. 


Marvel Super Heroes 

Capcom 

1-2 Players 

Ram Cart Optional (Import only) 
Import available now. 

US version soon. 


Overall Review: 90% 


-DangerBoy 


Get Out of Trouble with Treasure 


Trouble Makers Attempts to be the First Great 2D Game on the Nintendo 64 


Ever since Konani first got 
the staff hooked on all that is 
‘Treasure with Gunstar Heroes, we 
have always held them in the 
highest light. Guardian Heroes is 
still a staff cult favorite (shame on 
Sega USA for the lack of hype). 
‘Treasure, in some way or another, 
always pushed a system to its limits, 
and the games always felt like they 
were 100% satisfaction. Then they 
ran into trouble. Literally. 

Go Go!! Troublemakers is 


Treasure’s first stab at the N64. The 


game features mostly 2D back- 
grounds, with some Clockwork 
Knight-ish 2.5D here and there. 
The characters are flat renders like 
in Shining Wisdom, as are most of 
the backgrounds. The first graphic 
problems are the characters. While 
nicely animated, they have a very 
slight fuzziness to them which 
might stem from the anti-aliasing. 
Second, the backgrounds don’t 
change enough. Yes, they look 
gorgeous, especially the sunset in 
the snow world, but it seemed like 
you were seeing the same thing for 
a long time, not unlike Mario 64's 
multiple-star-per-level problem. 
Third, I can see hanging onto a 
themed world, but those happy/ 
depressed boxes that build the 
levels are way over used. I smell a 
problem with not enough cartridge 
space. Still, there must have been 
something they could have done. 
On the plus side, the graphics are 
bright and pleasant - a nice change 
from all those dark and dreary 
Doom and Dark Rifi-like graphics. 
The sound isn’t exactly 
groundbreaking either. Again, I 
blame the cartridge, but I also 
blame Enix. They’ve had some 
great music in previous games. 


Why they should suddenly stop with 


this one is mind boggling. The 
sound effects are pretty good, with 
Marin’s little sound bites and those 


noises the mini spheres make as you 


shake and bounce off them. 
Gameplay is also quite 


different from past experiences. makers as an N64 game, it’s a refresh- 


Besides the standard jump, grab, and ing change of pace from all! this 3D 
throw, Treasure has also added a jet stuff and has some wonderful 2D 


pack to the arsenal. While not as puzzle elements and humor. If you’re 
powerful as Sparkster’s, it’s useful looking for that “gimme more explo- 
in short spurts for extra boosts. sions, more bad guys, more, more!” 
Also, Go Go!! seems like it doesn’t craving that we Treasure fans are used 
know whether it’s supposed to bea __ to, you'll be a wee bit disappointed. 
puzzle or an action game. The first As a Treasure game, it gets an 80%, 
few levels are explanation or ‘figure but compared to the US market, it 
your way out’ stages. Other times grabs a 90%. I?ll split it and consider it 
you’re capturing mischievous a ‘tarnished (T)reasure’. 


children or knocking everything 
down with a huge robot. And then Yuke Yuke(Go Gol!) Troublemakers 
there’s the Olympic and boss stages. JT easure/Enix 
Again, a lot of these were great, but! Player 
other times it felt like you didn’t Available now (import) 
know what you had to do. Some of | US Release date (unknown) 
the puzzles were neat, like how you | . 
Eater to build a bomb out of Overall Review: 85% 
smaller ones, or how you had to pair 
up matching items. Yet, others 
consisted of simply collecting gems. 
The game still has that 
Treasure charm that I love, like the 
wings and halos bad guys don when 
you kill them, the opening anime 
artwork, the humor, and the all- 
around cute characters, but it 
seemed like they could have done so 
much more. | have this gut feeling 
that Enix had something to do with 
it, seeing as how their Wonder 
Project J2 didn’t exactly rake in the 
cash. They probably figured a 
Treasure quickie would solve their 
problems (who wouldn’t?). The 
game was probably rushed in order 
to cover any financial problems J/2 
made. Because Treasure was under 
the influence of another (they 
programmed, but Enix distributed), 
they probably didn’t have the final 
say in deciding what went in or what 
needed changing. Plus, this was 
Treasure’s first attempt on a new 
system, and they were back to 
dealing with the limitations of 
cartridges. They had the odds 
stacked against them, but in the end 
they came through. Barely. 
As it stands, I am torn 
between my Treasure side and my 
N64 side. If you look at 7rouble- 


-Danger Boy 


The Official Unauthorized Unofficial Player s Strategy Guide to 
RANTING AND RAVING! 


(Includes complete walk through of the magazine and review features!) 


As I was browsing through a local game store searching for more 32X deals, I came across some things that 
really, really, disturbed me. First, there was this sign that read, “Prebook your Final Fantasy VII Strategy Guide.” 
Mortified, I went to grab it (and destroy it), when this other book caught my eye: “Super Mario Kart 64 Strategy 
Guide, complete with maps!”. My head went numb, and I grabbed the rack for balance. It then occurred to me that I 
was looking at strategy guides for everything; Mortal Kombat, Starfox 64, Duck Hunt, Pong, the list goes on. 

Have we as a video game society really sunk so low on the evolutionary scale of mental comprehension that 
we must have our games spoon fed to us through these magazines? First, let’s discuss this F¥ VIZ thingy. This 1s the 
most anticipated RPG since god knows when. It took Square with a staff of 200+ two years to develop it. It has 
prebook lists thicker then most phone books. And yet I know there will be those people who will fork over the $12- 
15 to let themselves be denied their birthright of discovering things by themselves. Why would you wait months/ 
years for a game, only to then walk through it in someone else’s shoes? This also hits a personal area with me. You 
see, | own the import version. I know enough Japanese to handle the spells and items, and that’s it. I tried things, I 
explored, I did things just to see what it did! It took me 80 hours to go through it, and that was without finding the 
highest weapons and spells. So what did I do? I went through it again. I did more things, tried this, and experi- 
mented with that. This time it was 60 hours, and I still hadn’t found the last few pieces to completely ‘finish’ the 
game at 100%. So what’s my point? 

Those 140+ hours were among the most enjoyable I have ever had with a game. I felt the happiness and awe 
that Square was striving for - and in a different language, no less. I did things by myself, and that’s one of the 
greatest feelings one can have. Now, after going through it a second time, I borrowed an Internet walkthrough from a 
friend and compared notes. Seeing everything I had accomplished, and how much there was still to find, made me 
want to play it yet again (to relive the moments, especially Disk 1). If I had used the strategy guide the first time (or 
even the second time) through, I would have never felt the emotional part of the game because I would have read 
about it before hand, and that in itself kills about half the game. 

Next is this Mario Kart problem. Mario Kart. Strategy Guide. Do you see the problem? Here’s a game 
where you must do the following; 1) avoid banana peels 2)grab power ups 3)drive carefully. How the heck someone 
filled an eighty page book with that is beyond me. And the “includes maps” part? People, the game shows you the 
tracks! Lots of pretty pictures do not make a gamer better. How companies get away with this should be investigated 
by the government. 

And then there’s the Mortal Kombat/War Gods/Soul Blade problem. How many of you plunked down the 
$50-80 for the game, only to find NO MOVES listed in the instructions?! Now don’t get me wrong, I’m not aslcing 
for all of them, nor every secret to be in there, but at least have enough to make me believe I’m getting my money’s 
worth. Also, by not putting moves in the book, they force the player to buy those “Authorized Strategy Guides with 
EVERY move and secret!” This is a crime that must also stop. 

Now, I'll be the first to admit that there are some games that may require some help from these monstrosities 
(Resident Evil and Tomb Raider come to mind), but they should still only be used as a final option, and then only for 
the one part you’re stuck at. I work in a video game store and I’ll never forget seeing someone holding their copy of 
“The Official Tomb Raider Guide Book” a week before the game was released. Puzzled, and knowing how much he 
wanted to play the game, I laughed and asked, “Aren’t you buying that a little early?” 

He looked at me, smiled, and in a straight face said, ““No, I want to know where everything is so I don’t miss 
i” 

Three days after the game’s release he was back trading in the game and guide. 

“You didn’t like it?” I asked. 

“T loved it, but I beat it.” he said. Five months’ waiting down the tubes in three days. A tragedy like this can 
not, and will not happen with FF V7I. Think about this for a moment: The person who wrote the guide had no guide 
to follow! If they can do it, so can you. 

So, in a nutshell, it comes down to three things. First, me on my hands and knees, begging gamers not to 
hang onto guides like they were oxygen. Second, to get gamers back into the practice of self discovery (and the joys 
that follow). And, finally, that we as a gaming world remember one of the golden rules: 


True game players lead the way, they do not read the way. 


-Danger Boy 


ty 


The Game ave Hall of Shame 


VVhile fumbling around the Game Rave Archive, we 
found a bunch of neat “GRave” mistakes in the Sega 
16 bit section. Check out these real bloopers! 


1) Batman (cartridge): The pictures on the game box are to 
the NES version! 


2)Mortal Kombat CD: The lower left picture on the back 
of the case is to the cartridge version. What’s worse, if you look 
real carefully, all the game screens in the music video are from 
the SNES version! 


3)Night Trap 32X/CD: In the Sega CD version, Simms held 
up a Genesis controller. In the 32X version, he holds up the origi- 
nal NEMO controller. Someone forgot to swap the cut scene! 


4) Vay: Actually, this is an inside joke. If you look at the 
*puchase’ picture in the instructions, the item high-lighted is a 
“leather teddy” for the women. It’s attribute? “+13 in Defense 
plus babeliness!”? And no, it’s not in the game! Lunar has a pic- 
ture in the booklet that shows the end boss as part of your team! 
No, that can’t happen either. Working Designs just has way too 
much time on their hands. | 


NEXT ISSUE: 


-Why is the number three such a curse to video games? 


-Objects in the Mirror: Should the 32X have died so quickly? 


|-Cover Story: Final Fantasy 7, the RPG of the year for 
Playstation, comes home to Rave Reviews. 
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Game Quote of the Month: 


GG 


...when you’ve got the U.S. 
Navy, the Russian Army, the 
Seven Gods of Good Fortune 
and an entire Raccoon militia 
in your face, you’ll be glad 
you’re wearing a sexy tutu 
with fire-engine-red pumps... 
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| Back of Game Box, 
Keio Flying Squadron 


